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Modern child, touching the computer (PC) early in life, to 
enjoy the convenience, seem to fit to the PC. However, 
seems to be on a computer that is about to be recognized as 
a tool, it foster children's emotional and emotional and 
difficult. Therefore, by supporters cuddle kids to nurture 
the hearts of the children, an attempt is made between the 
children the emotion just will not attend the original 
computer. Parts of items "PC・Collage Play" has developed 
your own. Incorporating natural products, natural 
phenomena related to provide a "list of items", as exciting 
look into the toy box before the child will decide to play, such 
as “Sand Play Therapy”was difficult to incorporate. As a 
result of the "PC・collage play" in the facility, such as 
universities, elementary and junior high school, children 
who have problems to be expressed in words, played vividly. 
In this study, we focused on the relationship (player, PC, 
and supporters). We focused on "World Collage" born from 
this relationship, and analyzed the hearts of the players 
from the contents of the record of the personal computer to 





























































































    
 
 





















図 5．空間象徴（過去－未来 テスト） 
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